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(54) [Title of the Invention] VIDEO GAME DEVICE 
(57) [Abstract] 

[Problem] To reproduce an umpire's human-like attitude in a 
video game simulating a game with the umpire in a device. 
[Means for Resolution] In the game attended by the umpire , the 
umpire intentionally makes a biased judgment to treat a 
designated player or team advantageously or 
disadvantageously . 

[Claims ] 

1. A video game device, characterized in that in a game 
attended by an umpire, the umpire makes a biased judgment to 
treat a designated player or team advantageously or 
disadvantageously. 

2. The video game device according to claim 1, wherein 
the video game device has a breaching determination variable 
for storing the judgment of the umpire as a value, and the 
breaching determination variable is added or subtracted to be 
advantageous or disadvantageous to a designated player or team. 

3. The video game device according to claim 2, wherein 
a plurality of umpires are present, and according to the 
judgment of the plurality of umpires, the breaching 
determination variable is incremented or decremented to be 
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advantageous or disadvantageous to a designated player or team, 
thereby reflecting the judgment of all umpires in the breaching 
determination variable, 

[Detailed Description of the Invention] 
[0001] 

[Technical Field to which the Invention Belongs] 

This invention relates to a video game device for a game 
simulating a game attended by an umpire such as soccer, baseball, 
volleyball, or martial arts. 
[0002] 
[Prior Art] 

In various sports games, an umpire is present in many 
cases. Although the umpire judges (referees) whether each 
game is right or wrong according to the rule, it is desired 
that the judgment is always correct and fixed* The same may 
be said of the case of reproducing various sports games in the 
video game device. 
[0003] 

[Problems that the Invention is to Solve] 

In actuality, however, in the judgment (referee) made 
by man, a delicate difference is caused depending on the man, 
place, time and the like, and also probably a mistake in 
judgment occurs. With the conventional video game device, in 
the case of reproducing various sports games, the games are 
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wanting in human-like attitude in this respect, and the umpire 
is like a robot so cool to behave according to a rule 
indifferently, so there is room for improvement. 
[0004] 

The invention has been made in the light of the above 
problems, and it is an object of the invention to reproduce 
an umpire's attitude like a human being in a video game device 
for a game simulating a game attended by the umpire. 
[0005] 

[Means for Solving the Problems] 

In order to achieve the object, the invention of claim 
1 is characterized in that in a game attended by an umpire, 
the umpire makes a biased judgment to treat a designated player 
or team advantageously or disadvantageously . 
[0006] 

The invention of claim 2 is characterized in that in the 
invention of claim 1, the video game device has a breaching 
determination variable for storing the judgment of the umpire 
as a value, and the breaching determination variable is 
incremented or decremented to be advantageous or 
disadvantageous to a designated player or team. 
[0007] 

The invention of claim 3 is characterized in that in the 
invention of claim 2, a plurality of umpires are present, and 
according to the judgment of the plurality of umpires, the 
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breaching determination variable is incremented or 
decremented to be advantageous or disadvantageous to a 
designated player or team, thereby reflecting the judgment of 
all umpires in the breaching determination variable. 
[0008] 

[Mode for Carrying Out the Invention] 

The mode for carrying out the invention will now be 
described according to the attached drawings. 
[0009] 

Fig. 1 is a block schematics showing one embodiment of 
a video game device according to the invention. 
[0010] 

In Fig. 1, the video game device is composed of an 
operation device 2 and a monitor 3, primarily including a 
control device 1 . The operating device 2 is connected to the 
control device 1 (an input/output control: circuit 6 ) , : and 
operated by a player (a game player) of a joy stick, a button 
and a switch. The monitor 3 converts an image output signal 
of the control device 1 to a visible image and displays the 
same. 
[0011] 

The control device 1 is composed of an input/output 
control circuit 6, a CPU circuit 7, a screen memory 14 and the 
like. The input/output control circuit 6 detects the 
condition where the player (the game player) operates the joy 
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stick, button or switch (the operating device 2) , and transfers 
the detection result to the CPU circuit 7. A signal is given 
and received to and from the CPU circuit 7 through a system 
bus 8 . A work memory 9 is used as a work area of the CPU circuit . 
A program of the CPU circuit 7 is stored in a program memory 
10. Data of a character displayed on the monitor 3 by writing 
to the screen memory 14 is stored in a character memory 12. 
[0012] 

In the case where the CPU circuit 7 outputs an image, 
image data is written in the screen memory 14 through the system 
bus 8 . The monitor 3 reads the image data written in the screen 
memory 14 , and converts the image data to a visible image to 
be displayed. The player (the game player) operates the 
operating device 2 while watching the visible image of the 
monitor 3 to proceed with the game. 

..[.0.013] ... "I" 

Figs. 2 and 3 are flowcharts showing the program of the 
CPU circuit 7. The program is called from the main routine 
(not shown) to start. Fig. 2 shows a routine executed once 
when the game (match) starts. Fig. 3 shows a routine for 
determining whether or not foul is played when a player and 
a player approach to each other, and the routine is executed 
many times in the process of the game. The breaching 
determination variable mentioned in the description is a 
variable set for each player, which is stored in the program 
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memory 10. 
[0014] 

In Fig. 2, when the program starts, in the step Sll, a 
team is determined. That is, both teams are determined on 
whether it is "home" or "away". The breaching determination 
variable of the team determined to be "home" is decremented 
(-1), so that an umpire is lenient with that team. The 
breaching determination variable of the team determined to be 
"away" is incremented by one (+1) so that the umpire is severe 
with that team (step S12). In the case where neither "home" 
nor "away" is determined, the transition as it is to the step 
S13 occurs. 
[0015] 

In the step S13, the game place is determined. In the 
case where the game place is a large stadium, the breaching 
determination variable is incremented ( +1) ; so that a severe 
judgment is made. In the case where the game place is a small 
stadium, the breaching determination variable is decremented 
(-1) , so that lenient judgment is made. In the case of a medium 
size stadium, the transition as it is to the next step occurs, 
and the program is ended to return to the main routine (not 
shown) . 
[0016] 

In Fig. 3, when the program starts, in the step S21, the 
weather at that time is determined. When the weather is rainy 
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or snowy, in the step S22, the breaching determination variable 
is decremented (-1), so that lenient judgment is made. When 
the weather is clear or cloudy, the transition as it is to the 
step S23 occurs . 
[0017] 

In the step S23 , the temperature at that time is 
determined. When the temperature is low or high, in the step 
S24 , the breaching determination variable is decremented (-1 ) , 
so that lenient judgment is made. When the temperature is 
moderate, the transition as it is to the step S25 occurs. 
[0018] 

In the step S25, the humidity at that time is determined. 
When the humidity is high> in the step S26, the breaching 
determination variable is decremented (-1), so that lenient 
judgment is made. When the humidity is low, the transition 
as it is to the step S27 occurs. .y.isr 
[0019] 

In the step S27 , the elapsed time of the game is determined. 
When the elapsed time of the game is the second half game or 
an extended game, the transition to the step S28 occurs. In 
the step S28, when the elapsed time of the game is the second 
half game, the breaching determination variable is incremented 
(+1). When the elapsed time of the game is an extended game, 
the breaching determination variable is incremented by two (+2 ) 
so that severe judgment is made in each game. When the elapsed 
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time of the game is the first half game, the transition as it 

is to the step S29 occurs. 

[0020] 

In the step S29, a player to be judged (umpired) is 
determined on his career. In the case where the player has 
been warned before, in the step S30 f the breaching 
determination variable is incremented (+1), so that sever 
judgment is made. In the case where the player is warned for 
the first time, the transition as it is to the step S31 occurs. 
[0021] 

in the step S31, the breaching status of the player at 
that time is determined. That is, in the case of shoulder 
charge, the breaching determination variable is incremented 
by three (+3), in the case of sliding, the breaching 
determination variable is incremented by five (+5) , and in the 
case of keeper charge, the breaching determination variable 
is incremented by twelve (+12) . Thus, severe judgment is made 
in each case. 
[0022] 

In the step S32, the value of breaching determination 
variable subtracted or added up to that time is determined to 
decide the contents of the subsequent processing. That is, 
in the case of 6 points or less, the game is continued as it 
is. In the case of 7 points or more, free kick is decided. 
In the case of 10 points or more, a yellow card is. decided. 
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In the case of 13 points or more, a red card is decided. After 
the contents of the subsequent processing are decided, the 
program is ended to return to the main routine (not shown). 
[0023] 

The contents in the processing in the step S3 2 are as 
shown in Fig. 5, for example. That is, even if the same foul 
is caused, intentional difference is caused so that in the case 
of home game, the game is continued as it is, and in the case 
of away game, a yellow card is decided. As shown in Fig. 6, 
even if the same foul is caused, intentional difference is 
caused so that in the first half game, the game is continued 
as it is, and in the second half game, a yellow card is decided. 
[0024] 

Although the above description of the embodiment deals 
with the case where the umpire is supposed to be one, in the 
case where a .plurality of umpires are present, according to 
the judgment of the respective umpires, the breaching 
determination variable is incremented or decremented so that 
the judgment of all umpires is reflected in the breaching 
determination variable. 
[0025] 

Although the above description of the embodiment deals 
wit the case of applying the invention to a soccer game, the 
invention may be applied to any game such as a baseball, 
volleyball and martial arts as far as an umpire or sumo referee 
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is present in the game . 
[0026] 

[Advantage of the Invention] 

According to the invention, as described above, in the 
video game device, the umpire intentionally makes a biased 
judgment to be advantageous or disadvantageous to a designated 
player or team in the game with the umpire, whereby the 
human-like attitude of the umpire can be reproduced. 

[Brief Description of the Drawings] 

Fig- 1 is a block schematics showing one embodiment of 
a video game device according to the invention; 

Fig. 2 is a flowchart showing one embodiment of a video 
game device according to the invention ; 

Fig. 3 is a flowchart showing one embodiment of a video 
game device according to the invention ; : : _ 

Fig. 4 is a conceptual drawing showing one embodiment 
of a video game device according to the invention; and 

Fig. 5 is a conceptual drawing showing one embodiment 
of a video game device according to the invention. 
[Description of Reference Numerals and Signs] 

1: control device 2: operating device 3: monitor 6: 
input/output control circuit 7: CPU circuit 8: system bus 
9: work memory 10: program memory 12: character memory 14: 
screen memory 
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[FIG. 1] 

2: OPERATING DEVICE 
3: MONITOR 

6: INPUT/OUTPUT CONTROL DEVICE 
7: CPU 

8: SYSTEM BUS 

9: WORK MEMORY (RAM) 

10: PROGRAM MEMORY (ROM) 

12: CHARACTER MEMORY (ROM) 

14: SCREEN MEMORY 

[FIG. 2] 
START 

11: TEAM IS DETERMINED TO BE HOME OR AWAY? 

WHEN JUDGMENT ADVANTAGEOUS TO HOME TEAM IS SELECTED, 
12: HOME : JUDGMENT -1 AWAY: JUDGMENT +1:. 
NEITHER 

13: STADIUM IS DETERMINED TO BE LARGE OR SMALL? 

14: LARGE STADIUM: JUDGMENT +1 SMALL STADIUM: JUDGMENT 

MEDIUM SIZE STADIUM 

END 

[FIG. 3] 
START 

21: WEATHER IS DETERMINED TO BE RAINY OR SNOWY? 
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22: JUDGMENT -1 IN THE CASE OF -, LENIENT JUDGMENT, AND 

IN THE CASE OF +, SEVERE JUDGMENT. 

CLEAR/CLOUDY 

23: TEMPERATURE IS DETERMINED TO BE HIGH OR LOW? 
24: WHEN IT IS HOT OR COLD, JUDGMENT -1 
MODERATE TEMPERATURE 

25: HUMIDITY IS DETERMINED TO BE HIGH OR LOW? 
26: WHEN IT IS HIGH, JUDGMENT -1 
LOW AND DRY 

27: TIME IS DETERMINED TO BE THE SECOND HALF OR EXTENDED GAME? 
28: SECOND HALF: JUDGMENT +1, EXTENDED GAME: JUDGMENT +2 
FIRST HALF 

29: PLAYER IS DETERMINED TO BE WARNED OR NOT BEFORE? 

PREVIOUSLY WARNED 

30: JUDGMENT +1 

FIRST WARNING 

31: DETERMINE PLAY STATUS. 

THE CURRENT PLAY STATUS IS DETERMINED 0 TO +12 

E.G. SHOULDER CHARGE : +3, SLIDING: +6, KEEPER CHARGE : +12 
32: DECIDE JUDGMENT. 

ALL JUDGMENT ARE TOTALIZED TO DECIDE THE FINAL JUDGMENT. 

+6 OR LESS AS IT IS 

+7 OR MORE FREE KICK 

+ 10 OR MORE YELLOW CARD 

+13 OR MORE RED CARD 
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END 



[FIG. 4] 

WHEN THE SAME FOUL IS CAUSED (SLIDING FROM BACK), 

IN THE CASE OF HOME GAME, THE GAME IS CONTINUED AS IT IS. 

IN THE CASE OF AWAY GAME, A YELLOW CARD IS DECIDED. 

[FIG. 5] 

WHEN THE SAME FOUL IS CAUSED (SLIDING FROM BACK), 

IN THE CASE OF THE FIRST HALF GAME, THE GAME IS CONTINUED AS 

IT IS. 

IN THE CASE OF THE SECOND HALF GAME, A YELLOW CARD IS DECIDED. 
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